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Easy to Use 

The unique design of The Quarter Mile offers a format that is 
simple enough for kindergartners (they love it!), together with 
programs and features that challenge a wide range of abilities 
up through elementary, junior high/middle school, high- 
school and adult users. The desire to win motivates students 
to improve their math skills. It's that simple! 

This handbook contains information about creating and 
conducting Quarter Mile tournaments. It also desribes our 
Annual International Quarter Mile Tournament and our 
Tournament HOTLINE. If you need instructions for choosing 
a topic, racing, saving your race file or any other program 
operation, please consult the Quarter Mile Owner's Manual. 

Should you have any questions or other needs, please see the 
next page for our phone numbers, mailing address and e-mail 
address. 

HAPPY RACING! 
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Do you have any 
tournament ideas? 

There are thousands of eager students just 
waiting for your great ideas!!! 

This Tournament Handbook is ever-evolving. We are always 
looking for good tournament ideas. If you've thought of a 
kind of tournament which isn't included in this handbook or 
simply have an idea you think would help others - no matter 
how simple ~ please call or write us! We would lik P tr. 
include it in the ne xt version of this handbook! 

Our toll-free number is 800-553-9155. 

Or send us e-mail at QuarterMil@aol.com 

or write us at 3450 Lake Shore Ave., Suite 200, Oakland, CA 

94610. (This is our address as of January 1995.) 

Also, we would be grateful to hear about any tournaments you 
have held whether or not they were patterned after the 
tournaments in this handbook. And we would love to he£? 
what the students have to say about the tournament. 


3 

















Competitions 
among schools 
and individuals 

Our International 
Tournament HOTLINE 

We are compiling a list of individual students, classrooms, 
schools, school districts, etc., interested in competing in 
tournaments with like persons or groups elsewhere in their 
community, the U.S. or outside the U.S. To register as a 
potential competitor or to find out who might be interested in 
competing with you, please call, write or send an e-mail. (See 
the opposite page for our phone number, and addresses.) 

We would need to have the following: 

Contact name 
School (if applicable) 

Address and phone number 
Grade level(s) 


We will be happy to provide a generic Certificate of Merit 
which can be individualized and photocopied. 


Annual 
International 
Quarter Mile S 
TOURNAMENT! 


A celebration of international competition! 


Beginning with the 94-95 school year, Barnum Software will 
conduct an annual international tournament. Players from 
around the world are ranked (by grade level) according to their 
top five average elapsed time. 

Schools, groups and/or individuals join The Quarter Mile Math 
Game Tournament Club™ Individuals make up racing names. 
Schools or groups are invited to play as a team (under a team 
racing name) in addition to playing as individuals. Masters 
(for making award certificates) will be sent for team use. 

More details of the tournament are available. Please call or 
write for information or to receive the Annual International 
Quarter Mile™Math Game Tournament Kit.™ 

Our toll-free number is 800-553-9155. 

Or send us e-mail at QuarterMil@aol.com 
or write us at 

Barnum Software 
3450 Lake Shore Ave., Suite 200 
Oakland, CA 94610 
(This is our address 
as of January 1995.) 
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The Tournament 
Idea 

Daniel Barnum was teaching 7th and 8th grade math when he 
first had the idea of a drag race program. He quickly realized 
that it was an ideal format for tournaments. After he finished 
writing the initial version of the program, he began conducting 
tournaments with his own students. He developed match 
race, round robin and elimination tournaments, to name a 
few, which are described in the following pages. 

Daniel eventually left teaching to found Barnum Software. 
During the years since, we have continued to receive reports 
from teachers across the country who are conducting tourna¬ 
ments of all kinds. Tournaments can be conducted within a 
single class or they can be school-wide, district-wide or even 
involve classes or school districts in different states! We're 
happy to help you design such competitions. (See page 4 for 
information on competing with other schools or individuals.) 

It is interesting to note that regardless of how well the students 
are doing, their interest is usually confined to the players just 
above and just below them in the ranking. Rather than 
concerning themselves with how far they are behind the top- 
ranked player, students seem to create mini-tournaments for 
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themselves that include only those players who are ranked 
near them. This enables them to have as much fun (and 
possibly more fun) than the player trying to hold onto the first- 
place ranking. 

One teacher held a school-wide tournament involving over 
500 enthusiastic students. In order to participate, each student 
had to be excused from the classroom to go to the school 
computer lab. Anyone caught making noise in the hallway 
was not allowed to participate. Because they were so highly 
motivated to be in the tournament, only one student out of the 
500 was not allowed to compete. 

The Key to the 
Tournament Idea 

After a student has played several races, he or she can save 
what is called a "race file." This race file contains recordings 
of the student's top five races plus the elapsed times for each 
of those races (how long it took each dragster to travel the 
quarter mile distance.) The average of his or her top five 
elapsed times is used to rank the player among all the other 
players in a given topic. This feature is the key to the tourna¬ 
ment and one of the reasons why the Quarter Mile programs 
are so popular. (See The Quarter Mile Owner's Manual for an 
expanded explanation of a race file.) 
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The Importance of 
Saving Race Files 

Saving is easy! 

We've found that by viewing a simple demonstration, most 
elementary school students require less than a minute to learn 
how to save their race files! 

Saving your race files: the most effective way to 
use a Quarter Mile program! 

The Quarter Mile is designed to increase your skill level 
through self-competition. When you win, you are beating 
your own previous performances. You are improving your 
skills with each race. The most effective way to use the 
program is to save your race files. Then, when you play 
again, you'll begin exactly where you left off. Whenever you 
finish in the top five, your top five average elapsed time will 
improve. Your ability to answer the problems more quickly 
will be immediately apparent. (Players become excited when 
they see their top-five average improving from one racing 
session to the next. THAT'S WHAT QUARTER MILE COMPE¬ 
TITION IS ALL ABOUT!!) 

Unless you save your race file, you'll have to start over with 
Fast Eddy as your competitor, making it necessary for you to 
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race many times before your average elapsed time will 
accurately reflect your current ability in that topic. Remember 
that the more you race, the more tired you can become. 
Avoiding Fast Eddy by racing against your own race file will 
maximize both your average elapsed time and the effective¬ 
ness of your time spent using the program. 

How to save 

You have the option of saving your race file on your Quarter 
Mile program disk or on a data disk. (See The Quarter Mile 
Owner's Manual for instructions on saving on either disk.) 
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The Importance 
of Goals 

A proven method to maximize the effectiveness of the Quarter 
Mile's format is to set goals. 

The goal for a school user 

For players at a school or perhaps in a school tournament, the 
goal might be to be ranked as high as possible among the 
players. 

The goal for a home user 

The home user, on the other hand, might choose a particular 
average elapsed time as his goal. For instance, if after a 
student has played a Quarter Mile topic nine or ten times, he 
or she might have an average elapsed time of 12.752 seconds. 
At that point, the student's goal might be to have an average 
elapsed time below 12 or 11 seconds. Subsequent goals can 
be set from there. 

Rewards 

For the school tournament player, recognition among one's 
peers for achieving a high ranking is often reward enough. 
Trophies and or certificates might also be awarded. A real 
incentive for the home player to achieve a preset goal can be 
the promise of a reward of some kind. 
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The Individual 
Tournament 

The Quarter Mile actually is an "Individual Tournament." 
You're always racing in the left lane with your top previous 
best races racing right alongside you. Your goal is for your 
current dragster to finish the race in the top five. (That 
dragster would then automatically replace the dragster which 
was the slowest among the five cars in the lanes to the right.) 
Every time you finish in the top five, your "average elapsed 
time" goes down. 

When you've finished racing, your race file can be saved. 

You can save your file under a fun racing name like Speedy 
Susie. Or you can save it under the day's date which enables 
you to see the improvement in your average elapsed time from 
one racing session to the next. Another way to monitor your 
improvement is to save your race file under your racing name 
followed by a number. For example, Speedy Susie 1, Speedy 
Susie 2, etc. 
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The Quarter Mile format makes it possible to stage 
a wide variety of tournaments. The following are 
just a few starter ideas that can be customized to 
suit your own purposes. Each kind of tournament 
can be used in many different situations. You will 
need only one computer, but if more computers are 
available more students can participate. 

★ We're constantly looking for new ideas for tourna¬ 
ments and variations on existing tournaments. We 
would appreciate any suggestions you might have no 
matter how small. Please see the inside front cover 
of this handbook for our phone numbers and our 
mailing and e-mail addresses. 

The Group 
Tournament 

Barnum Software holds one kind of Group Tournament at 
teacher conferences. 

You will need at least one computer for every ten participants, 
if the entire group is to participate at one time. A typical 
tournament would last from one to several hours. These hours 
can be spread over a period of days. 

Pick two to four appropriate topics. Barnum Software often 
uses Addition through 10+10, Multiplication through 10x10, 
Add/sub/mul/div through the 10's facts, and Advanced equa¬ 
tions at teacher conferences to allow students and adults to 
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participate. If you can estimate the number of competitors 
who will be involved in each topic, you can dedicate certain 
computers to specific topics. When Barnum Software holds 
tournaments, we require each age group to stick with one 
topic in order to keep it simple. For example, grades 4, 5 and 
6 must race in a specific multiplication topic. 

The first person in line loads Fast Eddy in the selected tourna¬ 
ment topic and races five times on his or her first turn. Players 
save their races under their own names. If they want another 
turn in the same topic, they must go to the end of the same 
line. They then load up their own race file on their next turn 
instead of starting with Fast Eddy. If the lines are long, it may 
be better for players to race only three times per turn following 
their first turn. 

When we conduct student tournaments, we instruct players to 
enter their grade number in the last column of their race 
name. For example, "Bobby Jones 3", if Bobby Jones is a 
third grader. 

The idea is for everyone to take as many turns as time permits 
before the results are compiled. Trophies or prizes can be 
offered for the top three in each topic, or for the top players in 
each age group. 
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Class 

Tournaments 

There are many different ways to stage a class 
tournament. They can be conducted by teachers 
or students. Once the tournament has begun, 
little or no supervision is required. The following 
pages contain just a few versions that have been 
successful. 

Four-Minute 

Tournament 

The Four-Minute Tournament is an ideal way to introduce The 
Quarter Mile to a class or group. If time permits, the four- 
minute tournament can be extended. 

It is important to choose a simple topic for this demonstration. 
When demonstrating to teachers, we've had a lot of fun using 
Multiplication through 10x10. (Choose a comparable topic if 
that one isn't on your disk.) Select Fast Eddy from the Saved 
Races menu and go to the drag strip. Divide the group into 
two teams: Team A and Team B. Have Team A play first and 
instruct them to yell out the answer while you type it in. 

(Type in the first answer you hear, right or wrong.) When it's 
time to type in the team's initials, type "A1" (which stands for 
Team A, race number 1). After each team has played twice, 
there should be "A1", "A2", "B1" and "B2" at the bottom of the 
lanes. Have the entire group play in the fifth race. This race 
is likely to be the fastest yet. They’ll get a first-hand view of 
how the programs work and how much fun they are. 
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Line Up 

Do you occasionally have a few minutes left at the end of 
your class? Or would you like to reward students who have 
completed their classwork? How about Line Up to spark 
enthusiasm among your students? 

Pick an appropriate topic. All players line up in front of the 
computer. Each player completes one race, then goes to the 
end of the line. (We recommend allowing at least two 
minutes per player for the tournament, i.e. if there are five 
players, allow ten minutes. That way each student gets two or 
three turns.) The winners are those whose vehicles are in the 
top five at the end of fifteen minutes. If you have two comput¬ 
ers, you can run two lines simultaneously. When appropriate, 
the class can be divided into two groups based on ability. 


Team Tournament 

Divide the class into teams of two to four students. One 
member of the team types the answers while the teammate(s) 
shouts the answers. Each team's turn consists of three races. 
Select a different student each time to do the typing. The 
Team Tournament allows for more participation with less 
waiting time than the Line Up version. Again, if you have 
more computers, more groups can play simultaneously. 
However, students do enjoy watching other groups play. It 
builds excitement. 
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Match Tournament 

Type 1 

In a match race two players race each other until a winner is 
determined. There is more than one way to determine the 
winner. One method is to have the two players take turns 
doing three races in a row. They continue to take turns until 
one person has his or her initials at the bottom of five out of 
six lanes. To speed up the match, the number of lanes 
required to win could be reduced to four. 

Type 2 

To lengthen the matches, allow person A to race as many 
times as person B's initials appear at the bottom of the lanes. 
Then let person B race as many times as person A's initials 
appear at the bottom of the lanes. This gives the slower racer 
the opportunity to have more turns. 

Warning: While Match Races are probably the most exciting, 
they can be nerve wracking. Make sure your players can 
handle this type of competition! 
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You can keep track of the winners and run a typi¬ 
cal tournament like an Elimination Tournament, a 
Double Elimination Tournament or a Round Robin 
Tournament. 

Elimination 

Tournament 

In an Elimination Tournament the winners of the first round 
play each other in a second round. The winners of the second 
round then play each other. The number of winners is cut in 
half each round until the final winner is the one person who 
has won all of his or her match races. The simplest version is 
when the number of people in the tournament is a power of 2 
(like 8, 16, 32, ...). You can limit the number of entrants to a 
power of two by having the entire group compete for those 
starting slots. When the number of participants in a tourna¬ 
ment is not a power of 2, certain players will occasionally 
need to skip an elimination round since there is no one with 
whom they can compete. To use the language of competition, 
the player who doesn't compete in a round is awarded a "bye" 
for that round, and then competes in the following round. 


k 
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Double 

Elimination 

Tournament 

A Double Elimination Tournament is similar to an Elimination 
Tournament, except that the losers of the first round go on to 
form a second elimination tournament. The winner of this 
second group challenges the winner of the first group for first 
place. 

Round Robin 
Tournament 


In a Round Robin Tournament each contestant plays each of 
the other contestants. Winning a Match Race is worth one 
point, a loss is worth zero points, and a tie (if you allow ties) is 
worth 1/2 a point. The racer with the most points is the 
winner. More time must be allowed for this type of tourna¬ 
ment. 




18 


School 

Tournament 

(And Fund-raiser) 


Example #1 

This is similar to the Group Tournament described on page 

12 . 

Choose two to four topics that represent an appropriate range 
of skill levels for your group. For example, Addition through 
10+10, Reducing fractions, and Advanced equations. 

Competitors can be divided according to grades or such other 
groups that will accommodate different skill levels. The 
tournament typically lasts for several days. Players can race 
during breaks and lunch time, or passes might be provided 
during school hours. 

The use of daily bulletins will boost interest by acknowledging 
current leaders, and any noteworthy achievements. For 
example, "Yesterday Mary Sawyer became the first third grader 
to reach 150 mph in The Quarter Mile Tournament." You can 
post some of the leading names and times by using the PRINT 
feature of the Quarter Mile program. (See The Quarter Mile 
Owner's Manual for instructions.) 

To generate some real enthusiasm, post a copy of the bulletin 
on the window of the principal's office or some other central 
location. Offer "primes" (pronounced "preems"), which are 
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minor prizes for specified achievements. For example, "There 
will be a prize for the first person who breaks the 10-second 
barrier in any tournament topic," "There will be a bonus to the 
first person to break the 200 mph barrier," or "Today there will 
be a prize for the fastest 7th-grader in the multiplication 
topic." 

If the tournament is to be a fund-raiser for the computer club, 
for example, encourage the club to print some cards or tickets 
to sell to the players for a set price. Each card or ticket could 
entitle a player to four turns. Half of the revenues could go to 
the club and half for the prizes or trophies. If you go with 
prizes instead of trophies, the prizes can be displayed on a 
table at the close of the tournament. Let the first place winner 
have first choice, the second place winner next, and so on. 
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School 

Tournament 

Example #2 

Arrange a tournament among classes of similar levels in 
selected topics. Students from one class take turns racing, 
saving their races under their own names. The other classes 
do the same. Each class uses a separate disk (or data disk if 
more saving space is required. See The Quarter Mile Owner's 
Manual for information on data disks.) Comparisons can be 
made at the close of the tournament. Or, the same data disk 
can be passed from class to class thereby putting all of the 
race files on the same Saved Races menu. If one disk is used, 
students should append a number in the last column of their 
racing name to indicate which class they are in. For example, 
Fireball Fred 1. 

Special recognition could be given to the class with the most 
players in the top ten. 

Note: Many of these tournament versions are interchange¬ 
able. For example, The Group Tournament works well as a 
school tournament or a class tournament. 
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School District 
Tournament 

How it works 

Here, we are suggesting one kind of district-wide math 
tournament. There are, no doubt, numerous variations which 
would be equally successful. We are willing to consider 
lending software to schools for the duration of the tournament 
in order to make it possible for every interested school to 
participate. (Like the School Tournament, the District-wide 
Tournament could also be a fund-raiser for the district or for 
the individual schools participating in the tournament. See 
the Tournament Fund-raiser section later in this handbook.) 

Sequence of events 

1) Determine which schools and which grades will be 
participating. Each school will need at least one coordinator. 
You will need one or more volunteers whose task will be to 
determine the ranking of the top players in each category. 

2) Each school will need to determine the number of players 
they will be ranking below the student in first place. The top 
five is usually the minimum. Some schools might want to 
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recognize the top twenty or more. 

3) Decide what kind of rewards will be given to the winners. 
We would be happy to provide a generic Certificate of Merit. 
You can insert the name of your school district, title of the 
tournament, date, etc. and photocopy as many as you need. 
Those teachers with winners in their classes fill out the 
specific student information before presenting them. (A 
special assembly in honor of the winners would be fun too.) 

If certificates, trophies, etc. are to be awarded, displaying 
these during the tournament will generate more interest. 

4) Determine the beginning and ending dates for the tourna¬ 
ment and "let the games begin!" 

Note: Because the IBM and Apple II versions of the Quarter 
Mile programs perform somewhat differently, a student's 
elapsed times will vary slightly on the two platforms. Al¬ 
though the students can practice on either kind of computer, 
to run a fair tournament, students' rankings must be based on 
average elapsed times created on only one kind of computer - 
IBM or Apple II. 

5) The duration of tournaments can vary. We know of one 
district-wide tournament which lasted only four days. Al¬ 
though it was successful, we recommend a longer duration. If 
students are permitted to practice during their regular lab time, 
the tournament can last for a couple of months. 

6) When the tournament is completed, each school sends the 
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central coordinator a list of the top five, ten, etc. players in 
each grade. The coordinator then ranks the top players for 
each tournament category based on their average elapsed 
times. A copy of those rankings is sent to each participating 
school. 

Variation on the 
school district 
tournament 

The Run-off 

After each school has determined the top players in the 
various tournament topics, a run-off competition can be held 
at one of the schools. Students unable to attend the run-off 
can have their racing average verified by the teacher or 
principal and entered in the run-off. 

(For ideas on a district-wide tournament fund-raiser, see the 
School Distrit Tournament Fund-raiser: "The BIGGIE!" section 
later in this handbook.) 
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The Tournament 
Fund-raisers 

Tournament fund-raisers can range from a simple 
competition within a single class to a district-wide 
competition. Some might raise only a few dollars 
for a school club while the largest could raise 
thousands! The following are descriptions of a few 
types of fund-raisers. You can come up with 
infinite variations to meet your particular circum¬ 
stances. Any teacher(s), student(s), parent(s), PTA , 
etc. can organize a fund-raising tournament. 


O': 
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Participation- 
Fee Tournament 

When multiple classes are involved a method which works 
well is to collect a competition fee from the participants. An 
appropriate fee might be $.50 or more. The proceeds can be 
used to pay for prizes for the top players with any money left 
over going to a school fund (such as the computer or math 
club.) This is a simple variation on the tournament described 
in the section entitled, School Tournament. 


Race-a-thon 

Tournament 

The Race-a-thon is patterned after the walk-a-thon or bike-a- 
thon. Participants collect pledges of donations for every tenth 
of a second their top five average drops below a certain level. 
That level can be an easily obtainable average elapsed time 
set by a teacher. 
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The School District 
Tournament 
Fund-raiser: 
"The BIGGIE!" 

A third kind of fund-raiser is a variation on the school or 
school district tournament and can raise more money. The 
money would come from us. Here's how it works: 

a) You conduct a tournament which lasts from a few 
weeks to a couple months. 

b) During the tournament, you give each student a 
flyer to share with their parents. It would tell about The 
Quarter Mile and the competition. It would also include an 
order form. (We can help design the flyer.) 

c) If a family or school buys a Quarter Mile program 
directly from us during the tournament or within six to twelve 
months after the tournament and mentions the school's name, 
we will send a donation to that school, district or any associ¬ 
ated fund. The donation would be a percentage of sales. (We 
would need to determine the percentage and any other details 
of the tournament which involve us prior to the start of the 
tournament.) 
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